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^ you seem much ^ 
r less threatening than 
yTHE LAST TIME YOU WERE, 


Y you LEFT OUR ^ 
'country in pisarray 

l VERMIN CAME IN, 

L TERRORISTS. J 


























"SAM F/SHEB, WHEN YOU WALK OUT 
that poos, YOU'BENOBOPY. 

90 YOU UNPEBSTANP MB?' 


"YOU GIVE UP TUB PBOTECTION OF THB FIFTH FPBBPOM, YOU OPEN 
PANPOBA'S BOX. TOMOPPOW, ALL MANNEB OF MONSTBBS COMB 
AFTBB YOU—THOSE YOU'VE WBONGEP, THOSE LOOKING FOB 
BEVENGE--THEY WILL COME AFTEB YOU ANP YOU WILL ONLY HAVE 
YOUB FISTS FOB PBFBNSB ." 


*YOU THINK YOU'BE SOMETHING? 
YOU THINK YOU'BE ANABMY 
UNTO YOUBSELF?" 


"I P/PN'T SIGN UP 
TO SEBVE YOU, BEEP. ‘ 


'ISIGNEP UP FOB MY COUNTBY. 
IACCEPTEP THE FIFTH FBEEPOM 
BECAUSE IBELIEVEP IN 
THE OTHEB FOUB." 


"THE FIFTH FBEEPOM, SAM? 
YOUB CONVICTION IS LAUPABLE, 
BUT YOUB NAIVETY IS SAP." 


"ITS A NEW PAY, SAM. 
A NEW OBGANIZATION. 
ANEW COUNTBY." 


"ANP YOU'LL BE 
WITHOUT ANY OF IT. ‘ 


"ALONE.' 


































































































































' 'YOU LfcT ^ 

WORRY A30UT 

OKAY? 

IU H£AL 

$0 TSLL MS AGOUTI 
P^l KROWS'S CONTACTS 1 


r i SXPSCTSP^ 
YOU TO SAY 

k as mew. a 


—T’ll X 


I 

r 

inr 


YOU'RE 

/ TELLINS ME X I 
CAN'T SET A FEW J 
\ PAINKILLERS IN * 
kTHE HOSPITAL?/-^ 


+= 

r^v^u'RE Non 
|vsupermanJ 

A 

Sj 

fa* 

/ 

/ 


s 

J 

Hi 
















































X HAP IT ALL 

FLOWN IN OVERNIGHT WITH 
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r BUT NOT ^ 
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^^^^ORSANIZATION. >/ 
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k COLONBL k 
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I BUT m PONT HAVB BNOUSH ON THBM 
VTO WARRANT NATIONAL ACTION. THBY WBRSj 
L USINS A LANP-BASBP IP APPRBSS J 
^ FOR INFORMATION, BUT THBIR ^ 
LOCATION IB THIS SMALL 
ISLANP HBRB. 


^ THIS IS ^ 
r FZANCZS POYLE } 
OF THB INTBLLISBNCB 
L SUPPORT ACTIVITY'S J 
^TSAM OAAAHA. ^ 
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YZS, SAM, 3UT Y0U'V3 

fir GOT CHARU3 IN YOUR 3AR. VIC ON INTEL 
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<TH£Y SAW 
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f BUT HOW? 
NONS OF 
US KNOW 
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^ L pon i wouin. 
r i HAve Access to ths ^ 
NATIONAL SeCURITY SRIP... 1 
PUT HOW THAT WOULP H&UPI 
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Y OUST ^ 
WAIT. PERHAPS 
IT WAS ONLY AN, 
LACCIDENT .?A 
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f ...COMPUTER \ 
/ STATIONS. MAJOB] 
j MACHINES. NOT 
\SUBE WHAT I'VE \ 
A GOT HEBE. 


OKAY. TH EY'VE RECOPEP 


r WE'RE mot ALL^ 
VIPEO SAME PLAYINS,’ 
COMPUTER HACKING J 
-NERPS, CHARLIE^ 


THEIR IP, THEY'RE REROUTINS- 
WOW, THROUSH A30UT TWO 
kPOZEN PIFFERENT REPIRECTS,, 
AMP- 


W WHAT I MEAN IS, 
f THEY'RE MAKING IT ’ 
LOOK LIKE THIS STATION 
. IS...IN THE UNITEP STATES. 
L LIKE IT'S PART OF OUR j 
^PEFENSE NETWORK^ 
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So, Scott, how does a guy with a degree in fine arts from the University of 
British Columbia wind up a Tom Clancy video game franchise art director 
and one of the creative minds behind Splinter Cell: Echoes ? 

I've been fortunate as an artist to have had such a long career with 
opportunities to work on exciting high profile projects across the 
entertainment spectrum. My experience as a comic book artist has 
helped me immensely in my role as an Art Director so I guess helping to 
create a comic book from a video game was a natural progression. 

Tell us a little about the process of designing/creating a video game. How is 
it, say, different from working/creating at DC Comics? 

At the core, the creative process of creating games and comic books 
is very similar, however creating video games expands on the process 
exponentially. In comic books, storytelling is the focus. This is a very 
important part of video game development as well. When creating video 
games at Ubisoft, we start with the gameplay innovation, making sure 
that the game is fun for the player, and then we expand on it with the 
story. Above all, the biggest difference is the fact that a comic team 
consists of the artist and writer making decisions on the fly and with 
games there are a few...hundred more people involved. 

Did you design or were you a part of a team that designed Sam Fisher? 

The opportunity to put your own spin on an iconic character is every 
artist's dream. For me, as a fan of the Splinter Cell series, I really 
wanted to bring the iconic silhouette of his original OPsuit back. I 
infused the old comic character tradition of giving airtight reason and 
function for everything on the character and recreated Sam's operations 
suit with this in mind - every piece of armour, every sensor, every 
gadget has a function and reason for being there. For his physical 
characteristics we really wanted to honor the previous iterations of Sam, 
all the while making him much more expressive than he had ever been 
before. 


• What are the mechanics in visually translating a video game into a comic 
book? Did you work with Echoes artist Marc Laming? 


Splinter Cell is a franchise that strives for absolute realism both in look 
and emotional tone, so translating that into a comic book we relied 






heavily on the aesthetic of the artist. We chose Mark because his art is 
subtle, subdued, and mature. So aside from the tenet of visual cues from 
the Splinter Cell universe, we made certain Mark's style stayed true and 
uncompromised. I really think comics lose their soul when art or writing 
styles are shoe horned to fit other mediums - I feel it's why adapted 
comics are often so poorly done. 

Tell about your involvement in the creation of Echoes. 

From the moment I started at Ubisoft Toronto, Jade Raymond our 
Managing Director expressed her desire to deepen the Splinter Cell 
Franchise through other mediums including comic books. Creative 
Director Max Beland, Game Director Pat Redding, and I set out with a 
goal to tell a story that would be uniquely suited to comic books. Most 
importantly we wanted to do a comic run that was meaningful, enrich 
the franchise, and stand alone as a quality graphic novel. Our first task 
was to find the perfect creative team then inform and guide them with 
our knowledge of the Splinter Cell universe. In Nathan Edmonson and 
Marc Laming not only did we find guys at the top of their game but 
creators who really wanted invest in getting Splinter Cell Echoes right. 

••• Rumor has it that things began for you as a working artist at a Canadian 
Comic Con? 

Actually, I began working as a comic book artist after attending my first 
ever San Diego Comicon in the 90s. 

How competitive was that, all out there by your lonesome? 

I sort of went in oblivious and over-confident; until the first portfolio 
review line that is. After waiting in lineups the entire first day and 
getting a range of reviews from "it's not bad" to "you're not good 
enough to get published", I decided to just enjoy the Con and see the 
floor rather than wait in lines the entire weekend. 

How did you go to work with DC? Talk about some of your first assignments 
and experiences there. Most memorable to me as a reader is your tenure 
on Teen Titans with the great Marv Wolfman. 

On the 2 ncl day of that Con, I happened to walk past the big DC booth 
and saw someone just sitting behind a table. I asked if he could have a 
look at my portfolio - as fate would have it, Neal Pozner, the late great 
DC Editor, flipped through my pages and offered me an issue of DC 
Showcase right on the spot. I was a huge Perez/Wolfman Titans fan so 
eventually getting to work with Marv was a huge honor. 

••• Tell us about those magic days of working with Joe Quesada, now Chief 
Creative Officer at Marvel Comics. How did that come about and was Joe 
Q.'s art something that influenced you as an artist? 

Joe had just created Event Comics doing the incredible series Ash. He 
happened to get a hold of my portfolio at another San Diego Comicon 
and wanted to meet me. My portfolio had some fill in pages from X-Force 



among other things with an unusual Disney-esque alpine village in the 
double page splash. I was worried because I didn't have a whole lot of 
that 90s gritted teeth muscle-bound goodness but he actually loved the 
audaciousness of doing something so different. He took a chance and 
gave me the Ash spinoff series 22 Brides with Fabian Nicieza writing and 
Jimmy Palmiotti inking my pencils. Honestly Joe's love for originality 
and different styles really transformed the scape of the comic industry 
and made it what it is today. Joe was the most patient and sharing 
teacher a young artist could ever hope for and though I never emulated 
his art style he certainly was the biggest influence on my career in every 
other way. 

Speaking of influences, what other artists in any field influence your work 
today? Did you have a specific mentor? 

Today I'm inspired constantly by great books, comics, movies, and 
games. The sophistication seen in today's comic book film adaptations 
is also evident in the latest video games. The audience now demands 
meaningful stories, limit pushing visual fidelity, and a rich experience in 
general. We are competing with all sorts of entertainment and I draw my 
inspirations from the same. 

Is it true that after graduation from the University of British Columbia, your 
second career choice was as a Wall Street broker? Usually creativity and 
mathematics do not mix! (laughs) 

I was a huge fan of Oliver Stone's Wall Street. Suffice it to say that this 
career path lasted until I dropped out of 1 st year Calculus. 

Scott, how did you come to enter the video game field? I heard something 
about ... a dinner party? 

Interestingly enough, I met my good friend Marc Baril, a video game 
music director and composer at a dinner. We had a chat about his work 
at Radical and he suggested I try my hand at concept art for one of the 
games he was working on. I loved games but I never gave any thought to 
working in it - Once I did, the medium just felt right and for an artist, 
getting your work seen by ever bigger audiences is really the ultimate 
goal. 


You worked on Prototype for Radical Entertainment? 

I was brought on to Prototype in the final year of development to help 
ship the game. Radical was an internal Activision studio by then and all 
other projects were cancelled except for Prototype. Needless to say a lot 
weighed on this title. Ultimately I'm very proud of how it turned out - I 
think the innovation and fun factor was really underrated. 

As an artist, a creator, what are the differences between working in the video 
game industry from the comics industry? Which did you enjoy the most? 

I think the biggest difference is scope. Both the scope of the work and 
the work process itself. Creating comics is by and large a solitary pursuit 



but the personal rewards and sense of achievement is immediate. Video 
games on the other hand are truly team efforts and enjoyed by a huge 
audience. I do miss the creative purity of comics but I'm in games for the 
long haul and enjoying it immensely. 

So how did you wind up at Ubisoft Toronto? 

I was working on Max Payne 3 and the opportunity to come to Ubisoft 
Toronto came up. Having the chance to be part of the core team at a 
brand new studio is rare enough, but to do it with a company like Ubisoft 
was really something that comes once in a lifetime. The core crew here 
was a who's who of top flight action game veterans and that really 
sealed it for me. 

Tell us about Splinter Cell: Blacklist and its relationship to the Echoes comic 

book limited series. 

Splinter Cell Blacklist is the biggest, most ambitious Splinter Cell game 
in the series. It is a game that stands on its own. That is why we wanted 
to tell a story that didn't just bridge the previous games, but also 
introduced Sam Fisher's universe to a whole new audience. The Splinter 
Cell franchise has a legacy that spans over a decade, and we purposely 
designed the comic to be accessible to fans as well as those new to the 
universe. We knew instinctively that a four issue comic book run would 
be the perfect medium for us to tell that story. 

What do you think of Marc Laming's interpretations of the Splinter Cell uni¬ 
verse? 

Marc and Nathan Edmondson absolutely nailed our universe. Their 
interpretation really echoed the emotional tone we worked hard to 
establish in Blacklist. The sophistication I spoke of earlier, the maturity, 
and not giving into the temptation of over-the-top theatrics. Splinter 
Cell is about stealth, observation, and slowly building the tension to 
unbearable crescendos. I feel Echoes does the same and beautifully so. 

Blacklist and its launch are very important to Ubisoft Toronto, correct? 

Splinter Cell Blacklist was definitely a studio builder. Being a new studio 
we absolutely needed to establish an incredibly high level of quality 
while reinvigorating the franchise at the same time. I'm very proud of the 
team and the project and the superlatives we received from fans and 
reviewers. 

What is your favorite part of Splinter Cell: Echoes ? 

It was seeing Sam Fisher at home, hanging out with his daughter Sarah, 
and having a cold one on his front porch. I can't tell you how much 
depth that adds to his character. In games we can rarely afford the 
opportunity to flesh out the lives of characters but comics can. It is the 
perfect medium to tell a side of his story that really couldn't be told in 
any other way. 



So what is down the road for artist Scott Lee? 


Bigger and better games of course and always following the pursuit of 
tearing apart boundaries when it comes to video game graphics 
and look. Doing one of the covers for Splinter Cell Echoes woke the old 
penciller in me. I'm actually itching to get back into creating comics! I'm 
hoping people may get to see some of my work. 
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